SHEEPSHEAD

To win the least number of points in counting cards if
no player will play alone against the others.

The player at dealer's left has the first turn. If he wishes
to become the lone player, he picks up the blind without
showing it to the others and discards any 2 cards he chooses
in its place, Any points in the blind will count for the player.

If he passes, the option of becoming the lone player goes
to the left in turn. As soon as any player in his proper turn
picks up the blind and makes discards in its place, he sig-
nifies his intention of playing alone against the other two.
Play then begins, and opponents combine as a side against
him. He may not change his mind, once he has made the
decision to play alone,

If all pass, no one picking up the blind, the hand is played
to see who will win the least number of points. Each plays
for himself. This situation is known as "least."

Winner of the last trick takes the blind.

The opening lead is always made by the first active player
at dealer's left.

The turn to play goes to the left. A player must follow
suit or follow to a trump lead if he can. If he cannot follow
suit to a plain-suit lead, he may trump or play any other
card as he chooses. The highest card of a led suit wins the
trick unless a trump is played. If there is only 1 trump in
a trick, it wins; if there is more than 1 trump, highest trump
wins.

Winner of a trick leads to the next.

Following are the counting cards: any ace won in a trick
counts 11; ten, 10; king, 4; queen, 3; jack, 2* There is no
count for nines, eights or sevens. Thus 120 points can be
scored altogether in any deal.

If the lone player takes in at least 61 points in counting
cards, he has made his Game. For this he scores 2 on his
tally. If he takes in at least 91 points, he scores 4. This is
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